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Introduction 


Welcome to Thuland! Here you have an adventure designed for solo play. 
To play through this adventure, you will need a set of polyhedral dice (or 
a dice rolling simulator), a pencil and eraser. You will also need a copy of 
the Dragon Warriors rulebook (abbreviated to DW hereafter) and a 
Character Sheet to record your attributes and equipment. 


The rules are the same as for a normal game of Dragon Warriors, except 
that you will have to roll dice for attacks by your opponents instead of 
your GM rolling. 


You will need to be familiar with the rules for combat (DW pages 66-72). 
The rules for surprise and moving into combat are already considered in 
the text, so you don’t need to worry about this. It will also be helpful to 
familiarise yourself with the rules for taking Climbing and Opening 
doors tests (DW pages 62—64). Other rules will be referenced as needed. 


This adventure is designed for a sixth Rank character, although obviously 
a higher or lower Rank character can take part (although they may find it a 
bit easy or hard respectively). Any Profession may take part in this 
adventure. You can use a character from previous adventures, or create a 
new character at sixth Rank. A character generator app can be found at: 


https://www.cobwebbedforest.co.uk/Apps/CharGen.php 


Either way, it is assumed that you start with at least some basic equipment 
including a lantern, a weapon and fifty florins worth of coins. 


Unlike previous adventures, there is no background section. You 
are thrust straight into the action at reference 1! 


I. 


"Watch out!' shouts the man next to you as the other villagers run around 
in the chaos. A great white serpentine monster is flying overhead, 
snapping at people with its terrible jaws. One man has his hand bitten off 
and clutches at the bloody stump with his remaining hand as he screams in 
agony. The flying reptile is heading in your direction and dives down. You 
will have to act quickly. 


If you want to make a run for it, turn to 110. 
If you want to stand and fight the beast, turn to 45. 


If you want to ignore the monster and instead drag the injured man into a 
house, turn to 85. 


2. 


As soon as you place the bracelet on your arm, you realise your mistake as 
you are racked with searing pain from your fingers to your shoulder. 


You are being subject toa MAGICAL ATTACK of 18, so roll 2d10 and 
add your MAGICAL DEFENCE. If the total is greater than 18, you suffer 
no damage before you get the bracelet off. If the total is equal to or less 
than 18, you lose 1d6 Health Points before you can remove the bracelet. 


If you are still alive, you hurl the bracelet to the floor in disgust and 
stamp on it before leaving the hut. 


Turn to 29. 


3. 


The stairs lead up to a closed iron door. You can hear chattering voices 
coming from behind the door, but can't make out any words. Opening the 
door as quietly as you can, you peer into the room beyond. 


The walls of the chamber are covered in ice and the temperature in the 

room is numbingly cold and you start to shiver. Sat in the middle of the 
room are two creatures with angular features and shimmering pale blue 
skin. They are bickering with one another, but as you enter they turn to 
look at you. Putting their differences aside, they immediately attack: 


Winter Demons (2) (2nd Rank) Attack 16, Claws (d6, 4) AF 2 Defence 8 
Movement 10m (20m) Magical Defence 7 Evasion 6 Health Points 14 
Stealth 10 Reflexes 12 Perception 8 (darksight) 


Fight them both at the same time. Due to the cold in the room, you must 
deduct one from both your ATTACK and DEFENCE scores for this 
combat. The winter demon's claws are supernaturally cold; if you are hit, 
you lose one Health Point against which armour offers no protection. 


If you win, turn to 128. 


4. 


The man may have mistaken you for an inhabitant of the caverns. 
If you want to tell him you are carrying out an inspection, turn to 60. 


If you want to tell the man you have a message for Winter's Breath, turn to 
6. 


$. 


You make it back to the welcoming lights of the inn just in time, as the 
innkeeper was just about ready to lock up. You ask about a room, and he 
grunts. 'Three florins, like I said earlier. There's no food, though, the 
kitchen is shut.' 


You pay the man and he shows you to your room which has a basic straw 
mattress and a single chair. It looks comfortable enough and you bolt the 
door and start to get ready for bed. You are soon fast asleep and wake in 
the morning feeling refreshed (restore one Health Point, any Magic Points 
you have used and also restore any Strength and Reflexes points if you lost 
any due to the cold). You head out into the village to see what you can find 
out about the lindorm. 


Turn to 23. 


The man grunts and tells you that you have gone the wrong way. He 
points back the way you came and tells you to go upstairs. 


If you want to head back up to the entrance cavern and up the stairs, turn 
to 3. 


If you want to attack the man, turn to 65. 


7e 


You tell the giant you will find the entrance by yourself. He shrugs and 
wishes you good luck and then walks off in the direction you came from. 
You walk to the end of the valley, keeping an eye out for any clues as to 
where the lindorm might live, but you can see nothing that looks promising. 
You climb up a gentle slope at the end of the valley and a ruined building 
comes into view. Built from grey stone, it looks like it might have at one 
time been a signal tower or something similar. 


Intrigued, you enter the ruins and discover that it is abandoned and any 
useful items removed. However, you do discover that there is a tunnel that 
leads underground and decide to investigate. 


Turn to 132. 


8. 


'Not too bad,' says the giant, 'but I'm afraid you have been beaten. I wish 
you good luck on your quest, but you'll have to find the dragon yourself.' 


You shrug as the giant walks off in the direction you came from. You walk 
to the end of the valley, keeping an eye out for any clues as to where the 
lindorm might live, but you can see nothing that looks promising. You 
climb up a gentle slope at the end of the valley and a ruined building 
comes into view. Built from grey stone, it looks like it might have at one 
time been a signal tower or something similar. 


Intrigued, you enter the ruins and discover that it is abandoned and any 
useful items removed. However, you do discover that there is a tunnel that 
leads underground and decide to investigate. 


Turn to 132. 


9. 


The liquid tastes refreshing and fills you with a warm glow. You have in 
fact drunk a potion that protects against cold. The next time you are in 
combat with a creature that causes cold damage (like the winter demons 
previously), you can ignore the damage caused by the cold. You will still 
take damage from their other attacks as normal. 


Make a note of this on your Character Sheet before continuing along the 
tunnel. Turn to 52. 


IO. 
You wade in to help the man in his fight against the giant wolf: 


Monstrous Wolf (3rd Rank) Attack 17, Fangs (d8, 6) AF 1 Defence 8 
Movement 12m (25m) Magical Defence 1 Evasion 4 Health Points 18 
Stealth 15 Reflexes 11 Perception 11 (elfsight) 


The man also attacks the wolf with ATTACK 15, Battleaxe (d8, 6) and 
Reflexes 10, although the wolf now only attacks you. 
If you want to retreat, you can run back the way you came; turn to 79. 


If you win, turn to 83. 


II. 


You find a large cave that is up a slight incline and decide to investigate. 
After a short climb that nevertheless leaves you panting for breath, you 
reach the cave entrance. Peering inside, you see that it is empty, but a tunnel 
extends from the back of the cave, and furthermore, the tunnel heads 
upwards. You sort out your light source (either a lantern, torches or magic) 
and enter the tunnel. 


After it has wound up for a while, the tunnel opens out into a long cavern. 
The cavern is mostly empty except for a lidless sarcophagus near the back 
wall and as you walk towards the stone coffin, you see an emaciated hand 
rise up and grasp the side. This is followed by the rest of the body; a 
withered and blackened corpse that reeks of death. The undead creature still 
bears its arms and armour; a pitted but still impressive looking sword and 
rusted mail. It doesn't speak, but advances towards you ready for battle. You 
will have to fight: 


Draugr (Sth Rank) Attack 17, Two handed sword (d10, 5) AF 3 Defence 
10 Movement 12m Magical Defence 10 Evasion 3 Health Points 18 
Stealth 13 Reflexes 10 Perception 11 (darksight) 


If you win, turn to 41. 


If you want to retreat, you can escape back down the tunnel; turn to 118. 


I2. 


"Let me see,' says Egil. 'Ah yes! The twelfth letter of each line spells out 
the name: Ingtha. An unusual name, but why would dragons have human 
names?" 

Maybe this information will be useful in future. Make a note of the 
number twelve on your Character Sheet. You thank Egil, who only asks 
that you return if you slay Ingtha so he can compose a poem about your 
great deeds. you promise to do so and bid him farewell. 


Turn to 23. 


13. 


The wall adjacent to the walkway bears faded paintings of magnificent 
creatures, from giant wolves to eight legged horses. You feel stirred to 
battle by the sight of these beings. 


Roll 1d20 and compare this with your Psychic Talent score. If you roll 
higher than your Psychic Talent, nothing happens. If you roll equal to or less 
than your Psychic Talent, you temporarily gain 1d6 Health Points (these are 
lost when you leave this chamber). 

After admiring the paintings, you reach the platform and study the stone 
helmet. 


Turn to 46. 


14. 


As your life force is drained away, so it feeds the undead creature. A pale 
blue phantom materialises through the wall, grinning in anticipation of 
human warmth to sustain it: 


Ice Spectre (6th Rank) Attack 19, Icy claws (see below) AF 0 Defence 9 
Movement 12m Magical Defence 9 Evasion 4 Health Points 10 and see 
below Stealth 18 Reflexes 12 Perception 13 (darksight) 


If you are hit by the ice spectre's icy claws, you are then subjected to a 
MAGICAL ATTACK of 19, so roll 2d10 and add your MAGICAL 
DEFENCE. If the total is greater than 19, you suffer no damage. If the 
total is equal to or less than 19, roll 2d6; you lose Health Points as 
indicated below: 


2345678 91011 12 
1123 45 67 8 9 Death 


Furthermore, any Health Points you lose are added to the ice spectre's 
Health Points! 


If you win, turn to 63. 


eos! 


If. 


The zombies defend themselves with their pickaxes. You can fight them 
one at a time in the tunnel: 


Ice Zombies (3) (Ist Rank) Attack 10, Pickaxe (d6+1, 5) AF 2/4 (see 
below) Defence 4 Movement 6m Magical Defence I Evasion I Health 
Points 20 each Stealth 5 Reflexes 4 Perception 4 (gloomsight) 


The skin of the zombies is as hard as thick ice. Against bladed weapons 
(such as swords, spears or axes) they have an Armour Factor of 4. Against 
bludgeoning weapons (such as maces or staves) they have an Armour 
Factor of 2. 


If you win, turn to 56. 


You can retreat at any time by escaping back down the tunnel; turn to 123. 


16. 


It doesn't take long to follow the wolf's tracks back to its den, which is a 
large hole it has apparently dug out of the ground. You approach 
cautiously in case there are any other wolves here, but you can hear 
nothing over the howling of the wind. You peer into the hole to find it 
empty, except for a partially eaten corpse. Clambering into the hole, you 
find a pouch attached to the belt of the frozen body; inside the pouch is a 
polished green gem, worth 50F. Reasoning that the man won't need it 
anymore, you take the gem with you and climb back out of the lair. You 
make your way back to the road to continue your journey. 


Turn to 59. 


17 


You quickly run down the tunnel, away from the spectral manifestation. 
At least the cause of death of the man on the floor is apparent. 


The arms do not follow you; perhaps they cannot move from the ice patch. 
After a time you slow down to walking pace along the tunnel which twists 
and turns through the mountain. Ahead you can hear the rushing of water 
and the tunnel joins with an underground river, becoming a ledge that runs 
alongside the turbulent water. The ledge is slippery from the water 
splashing up; furthermore it is getting quite narrow. You are going to have 
to be very careful not to fall in! 


Roll 1d20 and compare the result with your Reflexes score. 
If you roll equal to or less than your Reflexes score, turn to 93. 


If you roll higher than your Reflexes score, turn to 20. 


18. 


You head towards the sounds and see a man dressed in fur and mail in 
combat with a huge grey wolf. The man is lying on the ground, just 
about fending off the jaws of the wolf with his shield. The man glances 
in your direction. 'A little help, friend?' he asks. 


If you want to help the man, turn to 10. 


If you would rather ignore the man's plight and return to the path, turn to 79. 


19. 
Resolve your fight against the animal: 


Bear (6th Rank) Attack 17, Claws (d8, 5) AF 1 Defence 7 Movement 
10m (25m) Magical Defence 3 Evasion 4 Health Points 26 Stealth 10 
Reflexes 10 Perception 6 (normal) 


If the bear rolls a critical hit (i.e. it rolls a 1 for its Hit Roll), it has 
caught you in a bear hug for 10 Health Points of damage. Armour offers 
no protection against this. 


If you win, turn to 42. 


20. 


Alas, the ledge proves treacherous and you fall into the river. Deduct 1d6 
Health Points from the shock of the icy cold water. You splash around, 
trying to grab hold of something to stop yourself being washed away. 


Roll 1d20. If you roll higher than your Strength score, you are dashed 
about in the river before eventually finding a handhold; deduct another 1d6 
Health Points. If you roll equal to or less than your Strength score, you find 
a handhold and cling on. 


If you are still alive, you drag yourself out of the river and back onto the 
ledge. Not quite trusting yourself, you crawl along it slowly and breath a 
sigh of relief as it widens out and then another tunnel appears, leading 
away from the river. You follow the tunnel for a while as it ascends and 
then comes to a dead end. Frustrated, you search the walls of the tunnel 
and find a small lever which, when pushed, opens a secret door in the end 
wall. You step through this into yet another tunnel, this one constructed of 
smooth stone blocks. 


Turn to 86. 


21. 


As you enter the cavern, you see the source of the light. A wide shaft leads 
from the ceiling to the outside, and daylight streams through to be reflected 
by the many icy crystalline stalactites and stalagmites in the cavern. The 
effect is breathtaking and you certainly didn't expect to see such a beautiful 
sight in these tunnels. 


You wander around the cavern for a while and see another tunnel leading 
onwards. 


If you want to continue looking around the cavern, turn to 120. 


If you want to exit via the tunnel, turn to 109. 


22. 


Heading north out of the village, you shield your eyes against the glare of 
the sun reflecting off the snow covered land. Directly north from the 
village is a coniferous forest, while you can just make out a road that 
heads north west around the woods. 


If you want to head through the forest, turn to 78. 


If you want to go along the road, turn to 48. 


23. 


The sky has clouded over and the day is dull and cold. No doubt more 
snow is on the way soon. Walking around the village, you note that there 
are three areas that you may be interested in visiting. You can visit each 
one only once, in any order, but when you have finished you need to leave 
the village and head north. One of the villagers directs you to the most 
likely source of information, the local skald, who is a bard and recounts 
history and legend in poems. 


To enter the church, turn to 113. 
To visit the skald, turn to 69. 
To trade at the market, turn to 73. 


Once you have finished, turn to 74. 


24. 


You call out the lindorm's real name and it pauses momentarily, looking 
bemused. And then you hear its voice in your head. 'How do you know 

my name?’ it growls. 'Never mind. You will die anyway." Ingtha slithers 
over the ice towards you. 


If you have two stone arrows and a bow and want to use them now, turn to 
al 


If not, note that you have two Combat Rounds before the lindorm reaches 
you. Turn to 36 to fight the monster. 


25. 


Just as you are leaving Scarbeck, you are startled when a wild looking 
man dressed in furs bursts from behind the last of the houses. He wields a 
huge axe and screams 'You'll never get there!’ at you. You barely have 
time to defend yourself: 


Ambusher (4th Rank) Attack 17, Battleaxe (d8, 6) AF 4 Defence 9 
Movement 10m (20m) Magical Defence 6 Evasion 5 Health Points 16 
Stealth 14 Reflexes 11 Perception 6 (normal) 


If you win, turn to 125. 


The innkeeper shows you to your room which has a basic straw mattress 
and a single chair. It looks comfortable enough and you bolt the door and 
start to get ready for bed. 


Less than a minute after entering your room your hear cries from the street 
below. 'Niklas is back! Bolt your doors and stay...aarggh, get off me!' A 
scream follows and the shouting is cut short. 


If you want to go downstairs and see what the commotion is about, turn 
to 38. 


If you want to go to bed, turn to 76. 


27. 


You wonder if the troll has any treasure in its lair below the bridge and 
peer over the side of the ravine. You see a ledge a few metres down, 
accessed by rocks that act as stairs. You climb down and find yourself in 
front of a cave. Inside is filthy with half eaten carcasses and piles of 
bloodstained rags. The smell is horrendous. However, you do unearth a 
box which contains coins worth ten gold crowns. You take these and climb 
back up to the top of the ravine and face the crossing. 


You gingerly step onto the ice bridge; although it is thick and in no danger 
of breaking, it is very slippy. If you have an ice axe then you can dig into 
the bridge with this and cross slowly but safely. 


If you have an ice axe, turn to 99. 


If you don't have this item, turn to 34. 


28. 


The nest of the ice snakes is made of smaller irregular ice blocks and you 
notice a silver chain apparently attached to one of them. Pulling this free, 
you see that the chain is attached to a crystal. Perhaps it is an amulet of 
some sort. 


If you want to put the amulet around your neck, turn to 84. 


If you would rather put it back down and exit via the tunnel, turn to 109. 


29. 


An hour later you see Scarbeck in the distance. It is a large village, 
approached by a wooden bridge that spans an icy blue river. You enter the 
village and ask about the attacks by Winter's Breath and several of the 
villagers tell you the same thing; its attacks have been growing more 
frequent and it is not limiting its wrath to cattle and sheep, as some of the 
villagers have been victims of the monster. They tell you that it flies down 
from the mountains to the north, but nobody is quite sure where it lives. 


It is getting dark now, so you decide to resume your adventure in the 
morning. You find the inn, a wooden building called The Troll and Tackle. 
You enter a smoky room and head to the bar at the far end. The innkeeper 
can offer mead and goat stew for two florins (which restores one Health 
Point) and a room for the night for three florins. 


If you decide to spend the night at the inn and can afford to pay, turn to 26. 


If you want to brave the elements and sleep outdoors, turn to 82. 


30. 


You are too cold to move; hypothermia sets in. You become confused, 
not knowing where you are or what you are meant to be doing. Your 
frozen corpse is eventually found, another victim of exposure that 
wasn't prepared for the frigid conditions. 


Tue Enp 


3I. 


You notch the first arrow and aim at the beast. Whispering the lindorm's 
name, you let fly. Roll 1d20 twice and compare the result with your 
ATTACK score. If you roll equal to or less than your ATTACK score, you 
have hit; each arrow causes seven Health Points of damage. 


Then it is time to fight! However, the floor of the cavern is slippery with 
ice; each Combat Round you must roll equal to or less than your Reflexes 
on 1d20 to be able to act, otherwise you are too busy trying to regain your 
balance. Winter's Breath is not affected by this. 


Winter's Breath (7th Rank) Attack 20, Bite (d8, 6) AF 4 Defence 12 
Movement 10m (20m) Magical Defence 10 Evasion 6 Health Points 28 
Stealth 16 Reflexes 12 Perception 9 (panoptical) 


In the first Combat Round, the lindorm will breath out a blast of freezing 
air. This attack has a SPEED of 14, so roll 2d10 and add your EVASION 
score to see if you can avoid the monster's breath. If the total is greater 
than 14, you have avoided the effect of the reptiles breath; if the total is 
equal to or less than 14, you take 2d6+10 Health Points of damage 
(reduced by your Armour Factor). 


In subsequent Combat Rounds, it will attack with its razor sharp teeth. 
If you win, turn to 135. 


If you want to retreat, you can escape back down the tunnel; turn to 50. 


32. 


The man crashes to the ground. You take a look inside the box and find 
several chunks of rock with shiny bits of metal glittering in them. This is 
unrefined silver ore. Each is worth twenty florins, and each counts for one 
item for Encumbrance if you take any with you. You can take as many as 
you can carry. 


Turning your attention to the tunnel exiting the cavern, you fancy you can 
hear the banging of metal on rock in the distance. 


If you want to investigate the noise, turn to 80. 


If you want to head back up to the entrance cavern and up the stairs, turn to 
a. 


33+ 


The scaly beast lies motionless, but then one of its eyes flick open and it 
looks at you malevolently. It begins to unwind itself on the ice covered 
cavern floor and you are in awe of its size. It lazily breathes out and you 
see ice particles in its breath. 


If you want to try talking to the lindorm, turn to 129. 


If you prefer to waste no time and attack it, turn to 122. 


34- 


To cross the bridge safely you will need to tread carefully. Make a Climbing 
(Reflexes) check with a Difficulty Factor of 12. 


If you succeed, turn to 99. 


If you fail, turn to 62. 


35° 


The tunnel slopes down before turning a corner to the left. Set into an 
alcove at the corner is a ceramic jar. You give the bottle a shake and 
determine it contains a liquid, so you unstopper it and sniff the contents. A 
minty aroma wafts out. 


If you want to drink the liquid, turn to 9. 


If you would rather leave the bottle and continue along the tunnel, turn to 
52. 


36. 


Depending on how you arrived here, you will either have one or two 
Combat Rounds before the battle commences. You can use these for 
ranged attacks or spells, or for other actions. Once the time is up, you will 
need to fight! However, the floor of the cavern is slippery with ice; each 
Combat Round you must roll equal to or less than your Reflexes on 1d20 
to be able to act, otherwise you are too busy trying to regain your balance. 
Winter's Breath is not affected by this. 


Winter's Breath (7th Rank) Attack 20, Bite (d8, 6) AF 4 Defence 12 
Movement 10m (20m) Magical Defence 10 Evasion 6 Health Points 28 
Stealth 16 Reflexes 12 Perception 9 (panoptical) 


In the first Combat Round, the lindorm will breath out a blast of freezing 
air. This attack has a SPEED of 14, so roll 2d10 and add your EVASION 
score to see if you can avoid the monster's breath. If the total is greater 
than 14, you have avoided the effect of the reptiles breath; if the total is 
equal to or less than 14, you take 2d6+10 Health Points of damage 
(reduced by your Armour Factor). 


In subsequent Combat Rounds, it will attack with its razor sharp teeth. 
If you win, turn to 135. 


If you want to retreat, you can escape back down the tunnel; turn to 50. 


37° 


The hut has been left for a long time and you find very little that is useful. 
There is some cold weather clothing, that although smelling very musty 
are still serviceable, an ice axe (d6, 3) with a thin blade, and a copper 
bracelet. You can take any of these items if you wish. 


If you want to place the copper bracelet on your arm, turn to 2. 


If you want to leave the hut and continue onwards, turn to 29. 


38. 


You head downstairs and out of the inn to be confronted by a strange 
sight. A wizened old man with a long white beard and wearing a red 
cloak and hat is brandishing a blood stained cleaver above the poor 
villager's dead body. This must be who the villager referred to as Niklas. 
He pauses when he sees you, long enough for two villagers, perhaps 
emboldened by your actions to make an appearance. Both carry spears 
and look ready to do battle. Niklas screams and charges towards your 
group, swinging his cleaver: 


Niklas (Sth Rank) Attack 20, Cleaver (d6+1, 5) AF 2 Defence 4 
Movement 10m (20m) Magical Defence 10 Evasion 5 Health Points 
17 Stealth 20 Reflexes 12 Perception 15 (darksight) 


The two villagers also attack the creature, with ATTACK 12, Spear (2d4, 4) 
and Reflexes 11. Niklas has split his DEFENCE and this is included in his 
characteristics above. Niklas will only attack you, not the villagers. 


If you win, turn to 115. 


You head back down the mountain path and rejoin the river. After a while 
you are at ground level and you consider your options. It seems that 
entering a cave is probably the only other way up. 


Turn to 11. 


40. 


You feel a deathly chill as the hands penetrate through your clothing to your 
skin. 

You are being subject toa MAGICAL ATTACK of 19, so roll 2d10 and add 
your MAGICAL DEFENCE. If the total is greater than 19, you suffer no 
damage. If the total is equal to or less than 19, you lose 2d6 Health Points. 


If you lose any Health Points as a result of this attack, turn to 14. 


If you do not lose any Health Points, turn to 17. 


41. 


Draugr were supposed to be guardians of great treasure, so with the 
creature dead once again you set to searching the cavern. Behind the 
sarcophagus is another tunnel, again leading upwards, but no treasure. You 
turn your attention to the sarcophagus and discover that it has a false base, 
which you prise open to find a scattering of coins; ten gold crowns worth in 
total. You take these with you and continue your ascent up through the 
mountain. 


Eventually, after the tunnel has twisted and turned through the mountain, 
you see daylight ahead. You leave the tunnel to find yourself on a wide 
ledge on the mountainside. Although the snow has stopped, it is bitterly 
cold. 


Unless you are wearing cold weather clothing, you must roll 1d20. If 
you roll greater than your Strength score, the cold causes you to lose 1d3 
Health Points and you must also deduct two from your Strength and 
Reflexes score (the deductions from Strength and Reflexes are temporary 
until the end of the adventure). 


If either your Strength or Reflexes drops below three or your Health 
Points are reduced to zero, turn to 30. 


If you are still alive, turn to 108. 


42. 


The great beast lies dead. If you have a bladed weapon, you can take some 
time to skin the bear, although you must eat a portion of rations while you 
do so. If you want to do this, note the bearskin on your Character Sheet. 
When you are done, you follow the path and reach the edge of the forest 
without any further encounters. 


Stepping out of the woods, you face the cold wind whipping from the 
north. The snow here is not too deep, and although trekking through the 
snow is not a pleasant task, you are not slowed too much by the weather. 
Hopefully you should arrive at Scarbeck soon. 


Turn to 49. 


43- 


You look around hopefully and see just the thing; an abandoned hut lies 
half exposed under a snow drift. You run towards it, keeping an eye on the 
lindorm, and pull the door open to enter the hut. The monster hasn't seen 
you and you breathe a sigh of relief. 


Peering through the window, you see the lindorm circle a few more times 
before flying north. You are safe — for now anyway! 


If you are ready to continue, turn to 29. 


If you want to search the hut before leaving, turn to 37. 


4-4. 


So close, and yet you have failed to penetrate through to the lindorm's lair. 
You will have to retrace your steps and try again at a later time, while the 
monster terrorises the villages further. For now, though, your adventure 
ends here. 


Tue Enp 


45- 


You ready yourself for battle in the face of this monstrous enemy. The 
scaly face of the beast looks at you quizzically, as if deciding it wants to 
fight. Then it changes direction and flies back up to the sky, and with a 
roar it heads north, away from the village. It seems that it has decided it 
has caused enough carnage for today. 


Turn to 95. 


46. 


The stone helmet is easily twice as tall as you are and you are able to walk 
through the eye guards without stooping. Inside the helmet is hollow, but 
there are more runic engravings on the inner surfaces. At the back of the 
helmet, behind a stone altar, another passage leads onwards. You examine 
the altar but it appears to be a plain stone block, albeit carved completely 
smooth. 


You are just about to continue onwards when a figure emerges from the 
passage. Dressed in a long grey cloak, the figure is humanoid and has blue 
skin so dark it is almost black. A feminine face is twisted into a snarl. This 
is a dokkalfar, beings that live in the underworlds beneath the ground. She 
wastes no time on parley, but instead casts a spell at you. 


If you are wearing a crystal amulet, turn to 91. 


If you do not have this item, turn to 51. 


47- 


The tunnel winds down into the mountain and then opens out into a 
cavern, with another tunnel leading from the far wall. Torches on the wall 
illuminate a tall, stocky man, who is inspecting the contents of a wooden 
box. The man is huge, easily two metres tall and his facial features show 
some troll blood in his heritage. As you enter the cavern, he looks up at 


you. 'What do you want?' he demands. He seems not to have realised that 
you are an interloper. 


If you want to attack the man, turn to 65. 


If you want to talk to the man, turn to 4. 


48. 


The road is just discernible under the snow, as others have taken this route 
between the villages and so you follow the footprints and cart tracks. As 
you walk along, you pass several snow drifts, some of which reach up to 
your height. The wind starts to pick up and you grit your teeth and bend 
into it, making slow but steady progress. Over the howl of the wind, you 
hear another howling sound and then a huge white wolf bounds from 
behind a drift to block your path. It howls once more before leaping at you 
to attack: 


Winter Wolf (4th Rank) Attack 18, Fangs (d8, 6) or chilling breath (see 
below) AF 1 Defence 6 Movement 10m (30m) Magical Defence 3 Evasion 
6 Health Points 24 Stealth 18 Reflexes 10 Perception 9 (panoptical) 


The winter wolf breathes out a blast of gelid air in the first Combat Round. 
This attack has a SPEED of 12, so roll 2d10 and add your EVASION 
score; if the total is 12 or less, the freezing breath does 1d6+6 (less 
Armour Factor) Health Points of damage. It will then attack with its fangs 
for two Combat Rounds before this cycle of breath/fangs/fangs starts 
again. 


If you win, turn to 103. 


49. 


The wind drops enough for you to be able to walk upright again, and you 
stretch to relieve the cramp in your shoulders. As you look up, you see an 
ominous shape in the sky; the dragon is circling overhead! It is an 
imposing sight, probably the length of five grown men laid head to toe, and 
its scales shift in hue from white to pale blue. Its jaws are huge and its 
teeth look razor sharp, even from this distance. It has no wings, and only 
two short front legs. As it flies, it undulates through the sky like a snake 
and you realise that the dragon is in fact a lindorm, distantly related to 
dragons and just as fierce. This information is not going to help you now, 
as unless you hide you risk the monster spotting you. It might not be a 
good idea to be caught out in the open by the beast. 


If you want to look for somewhere to hide, turn to 43. 


If you want to carry on walking and risk being seen, turn to 116. 


so. 


You run back down the tunnel; the lindorm roars but doesn't follow you. 
Eventually you slow to a walking pace. You are still alive, which is an 
achievement in itself against such a foe, but you have failed in your 
mission. Maybe another hero will finish what you started and free the 
villagers from the monster terrorising them, but for you, the adventure 
ends here. 


‘Tue Enp 


hil a M 


gt. 


You are being attacked by a spell with a MAGICAL ATTACK of 20, so 
roll 2d10 and add you MAGICAL DEFENCE. 


If the total is less than or equal to 20, you feel a quivering sensation in your 
chest before your heart explodes. Your adventure ends here. 


If the total is greater than 20, you feel like you have received a kick to the 
chest and you lose 1d4 Health Points. 


If you are still alive, the dokkalfar looks surprised. Rather than try again, 
she wraps her cloak around herself and vanishes! How curious. You 
venture down the passage, but there is no sign of her and you continue 
onwards. 


The tunnel winds upwards through the mountain; you must be nearing the 
summit by now. And then the tunnel reaches a huge cavern open to the 
sky, and there sits Winter's Breath, coiled around a stalagmite. It appears 
to be asleep! 


Turn to 33. 


SL 


You arrive at a junction along the tunnel, with a branch heading off to the 
left. Looking along the branch, you can see it comes to a dead end after a 
few metres. Up ahead, you can see the tunnel opens into a cavern, glittering 
with white light. 


If you want to take the side branch and examine the dead end, turn to 90. 


If you want to continue onwards to the glittering cavern, turn to 21. 


53- 


Beyond the cave entrance lies a large cavern with stalactites covered in 
ice hanging from the ceiling. At the far end of the cavern, you can just 
make out two exits, so you sort out your light source (either a lantern or 
torch, or magic) and investigate further. One of the exits is a carved 
archway lined with regular stone blocks; beyond this, you can see steps 
rising upwards. The other exit leads to a natural tunnel that slopes 
downwards. You listen carefully but can't make out any sounds from 
either. 


You think that Winter's Breath will probably be higher up in the mountain, 
if the frost giant's words are true. On the other hand, it might be worth 
investigating the lower caves just to be sure. 


If you want to go through the archway and up the stairs, turn to 3. 


If you want to head down the tunnel, turn to 47. 


S4 


You have lost the bear in the forest. You pause to get your breath back and 
realise that you too are lost. You curse and try to find your way through 
the woods but it takes quite a while; during this time you must eat a 
portion of rations or lose one Health Point. 


Eventually you find a path that seems to be heading in the right direction. 
You follow the path and reach the edge of the forest without any further 
encounters. 

Stepping out of the woods, you face the cold wind whipping from the 
north. The snow here is not too deep, and although trekking through the 
snow is not a pleasant task, you are not slowed too much by the weather. 
Hopefully you should arrive at Scarbeck soon. 


Turn to 49. 


SS. 


The bear drops back onto all fours and charges after you. Bears tend to be 
faster than humans, so your only hope is that you can lose it amongst the 
trees. 


Roll 1d20 and compare the number rolled with your Strength score. 


If you roll equal to or less than your Strength score, you manage to escape; 
turn to 54. 


If you roll greater than your Strength score, the bear catches up to you and 
you will have to fight; turn to 19. 


$6. 


You look inside the box that the zombies were using and see several pieces 
of rock. Two of them have glittering bits of metal in them; unrefined silver 
ore. Each is worth twenty florins, and each counts for one item for 
Encumbrance if you take any with you. 


If you now want to continue along the tunnel, turn to 70. 


If you would rather head back to the cavern, turn to 123. 


sT: 
The troll hefts its club. Resolve this battle: 


Ice Troll (Sth Rank) Attack 18, Spiked Club (d6+1, 5) AF 2 Defence 10 
Movement 10m (20m) Magical Defence 11 Evasion 4 Health Points 18 
Stealth 14 Reflexes 10 Perception 6 (normal) 


Ice Trolls take double damage from Elementalist Fire Spells (and Fire raw 
elemental power), Dragonbreath or other fire based attacks. However, 
against all other damage (even magical!) they regenerate one Health Point 
each Combat Round. 


If you win, turn to 27. 


if you want to retreat, you can go back down the path; turn to 39. 


$8. 


You take shelter on the lee side of the outcropping and the wind and snow 
whirl around overhead. After about an hour, the snow storm abates and 
you judge that it is safe to proceed. You continue onwards, the thick snow 
underfoot crackling as you walk. 


Presently you reach the foot of the mountains. You judge that there are 
two ways up; you could continue to follow the path of the river upstream 
into the mountains, or you could try one of the caves that dot the 
mountainside and hope that one leads upwards. 


If you want to follow the river, turn to 94. 


If you want to try one of the caves, turn to 11. 


s9. 


The wind continues to blow, gusting snow flakes into your face. The 
temperature is dropping and the chill is starting to take its toll. 


Unless you are wearing cold weather clothing, you must roll 1d20. If 
you roll greater than your Strength score, the cold causes you to lose 1d3 
Health Points and you must also deduct two from your Strength and 
Reflexes score (the deductions from Strength and Reflexes are temporary 
until you can get warm again; you will be told when this happens). 


If either your Strength or Reflexes drops below three or your Health 
Points are reduced to zero, turn to 30. 


If you survive the cold, turn to 49. 


60. 


The man scowls at you. He seems to be unhappy that he is being checked 
on rather than disbelieving your story, as he stands aside and gestures at 
the box and the tunnel leading from the cavern. You can now hear the 
banging of metal on rock in the distance along the tunnel. 


If you want to look inside the box, turn to 121. 


If you want to investigate the noise, turn to 80. 


61. 


The corridor opens at its far end to an antechamber. Faded murals are 
painted on the walls depicting dwarven warriors doing battle with 
monstrous humanoids. A stone door is on the far wall and between you 
and the door is a skeleton completely encased in ice. As you enter the 
room, the skeleton animates to attack you. Expecting nothing less, you are 
ready for battle once more: 


Ice Skeleton (4th Rank) Attack 16, Claws (d6, 4) AF AF 2/4 (see below) 
Defence 10 Movement 10m (20m) Magical Defence 6 Evasion 4 Health 
Points 18 Stealth 14 Reflexes 9 Perception 8 (gloomsight) 


Against stabbing weapons (such as spears, daggers or arrows), the ice 
skeleton has an Armour Factor of 4. Against other attacks, it has an Armour 
Factor of 2. 


If you win, turn to 75 


"a 


62. 


You slip on the icy bridge and lose your footing. You flail your arms 
around but this doesn't help and you fall over. You scramble for a hand 
hold, but the smooth surface offers none. You plummet over the side of the 
bridge and into the ravine. 


You wait for a splash or a bone crunching landing, but fortunately you have 
fallen just where a tree grows from the side of the ravine. Nevertheless, the 
fall onto the tree is painful and you suffer 1d12 Health Points of damage 
(reduced by your Armour Factor). If you are still alive, you now face a 
climb back up to the top. 


Make a Climbing (Reflexes) check with a Difficulty Factor of 12 
If you have any rope, reduce the Difficulty Factor to 10. 


If you succeed, turn to 92. 


If you fail, you fall after getting half way up and suffer a further 1d6 
Health Points of damage (reduced by your Armour Factor). Continue 
trying until you either succeed or your Health Points fall to zero, in which 
case your adventure ends here. 


63. 


The ice spectre vanishes as it is slain, and the ice on the wall starts to melt. 
You have a quick look at the corpse on the floor, but the man carries no 
treasure and there is not much you can do for him. 


You continue along the tunnel which twists and turns through the 
mountain. Ahead you can hear the rushing of water and the tunnel joins 
with an underground river, becoming a ledge that runs alongside the 
turbulent water. The ledge is slippery from the water splashing up; 
furthermore it is getting quite narrow. You are going to have to be very 
careful not to fall in! 


Roll 1d20 and compare the result with your Reflexes score. 
If you roll equal to or less than your Reflexes score, turn to 93. 


If you roll higher than your Reflexes score, turn to 20. 


Eventually it is morning, but you are cold and stiff. You must now eat a 
portion of rations or lose one Health Point. Restore any Magic Points 
you have used the previous day. 


You gather your equipment and head back into the village to see what you 
can find out about the lindorm. 


Turn to 23. 


65. 


As you prepare to attack, the man produces a huge wooden club to defend 
himself with: 


Trollblood (5th Rank) Attack 19, Club (d6+1, 5) AF 3 Defence 10 
Movement 10m (20m) Magical Defence 7 Evasion 6 Health Points 18 
Stealth 15 Reflexes 11 Perception 7 (normal) 


If you win, turn to 32. 


66. 


Whatever the contents of the jars originally were, they have decayed into a 
foul smelling grey sludge. The boxes likewise contain only mould and 
rust. However, as you are moving the boxes about, you notice a previously 
hidden door. You open the door and see a tunnel leading off into the 
darkness. 


If you want to go through the hidden door and along the tunnel, turn to 35. 


If you would rather go back through the room and continue along the 
corridor, turn to 61. 


67. 


You deposit the toll in the troll's large hand and it moves aside and gestures 
for you to continue over the bridge. You gingerly step onto the bridge; 
although it is thick and in no danger of breaking, it is very slippy. If you 
have an ice axe then you can dig into the bridge with this and cross slowly 
but safely. 


If you have an ice axe, turn to 99. 


If you don't have this item, turn to 34. 


68. 


Climbing the stairs, you arrive at a landing which has a stone door 
leading from it. The door appears to be stuck shut, but you find a lever 
which opens the door with much clanking from ancient machinery behind 
the wall. Stepping through the door, you enter a stone lined room and the 
door shuts once more behind you. There are tattered and rotten hooded 
cloaks lying around on top of stone benches, above which are rusted 
metal hooks. A cursory look around the room shows nothing of interest in 
here apart from the corridor that leads onwards. 


If you want to make a thorough search of the room, turn to 111. 


If you would rather continue along the corridor, turn to 87. 


69. 


You find the skald's house and knock on the door. A young man answers, 
dressed for the cold. You introduce yourself and the reason for your visit. 
The man, whose name is Egil, bids you enter. Inside a warm fire is 
burning and you sit in a chair while Egil tells you what he knows. 


'There is part of a poem that has been passed down to me,' he begins, 'that 
supposedly contains the real name of the lindorm. Winter's Breath is just 
what the villagers call it, of course. If you know the names of things, then 
perhaps you have power over them? Anyway, the verse goes thus: 


Towards the giver of rings 
Went the flying thorn of fire 
Earth bound age at the last 
Lightning of the wound wolf 
Voice of the shield wood 


Eager and now awaiting the game of iron 


That's it. If you have any ideas, please do share them. I've not managed to 
work it out." 


If you think there is a clue in the verse, turn to that number now. 


Otherwise, you thank Egil and try elsewhere. Turn to 23. 


10. 


Without the noise of the mining to guide you, you become lost in the 
warren of tunnels. You are tired and hungry and must eat a portion of 
rations or lose one Health Point. 


At last you stumble across a small cavern. In the middle of the cavern is a 
flat-topped rock, on top of which are two splendid looking arrows. You 
pick these up and see that the heads are made of flint, but they don't seem 
brittle at all and in fact hum with energy. These are stone arrows and are 
unerringly accurate if you whisper the target’s name as you fire them. 


Eventually you manage to retrace your steps and return to the cavern 
where the man was, which you now see is empty. Passing through the 
cavern, you head for the stairs that lead upwards into the mountain. 


Turn to 3. 


71. 


Eventually the snow storm abates, but as you look around, you curse. You 
have wandered off course, and the mountains are no closer now than they 
were before the storm. You trudge unhappily onwards, the thick snow 
underfoot crackling as you proceed. 


Presently you reach the foot of the mountains. You judge that there are 
two ways up; you could continue to follow the path of the river upstream 
into the mountains, or you could try one of the caves that dot the 
mountainside and hope that one leads upwards. 


If you want to follow the river, turn to 94. 


If you want to try one of the caves, turn to 11. 


72. 


You leap clear and see that the floor is hinged; as you watch, the open 
section slowly closes up again. Taking care to avoid the trap, you open 


the door and step through to the room beyond and the stone door behind 
you gently closes. 


If these rooms were once a dwarven temple, then this may have been a 
robing room. There are tattered and rotten hooded cloaks lying around on 
top of stone benches, above which are rusted metal hooks. A cursory look 
around the room shows nothing of interest in here apart from the corridor 
that leads onwards. 


If you want to make a thorough search of the room, turn to 111. 


If you would rather continue along the corridor, turn to 87. 


73 


You can buy and sell the following items at the small market in 
the village: 


To buy To sell 

Cold weather clothing 10F 4F 
Rope 6F 2F 
Tinderbox and torches 4F 1F 
Rations 1F each - 

A jar of Willow bark extract 10F - 

Ice axe 15F 6F 
Bearskin - 10F 


Note that if you pay with gems rather than coins then you won't get 
change, so if you buy an ice axe with a 50F gem, you won't get 35F back! 


Each of the items in the list counts as one item for encumbrance. 
If you have bought any items, turn to 104. 


If not, turn to 23. 


74- 


You start to head out of the village, heading north towards the mountains. 
As predicted, snow is starting to fall, although at the moment it is only light 
flurries. 


If you spoke to Egil in the village and noted down a number, turn to 25. 


If not, turn to 102. 


15° 


There is nothing in the chamber of interest, so you move to open the door. 
Alas, there is a trap in front of the door! 


The floor opens up beneath you with a SPEED of 15, so roll 2d10 and add 
your EVASION score to see if you can jump out of the way. 


If the total is greater than 15, turn to 72. 
If the total is equal to or less than 15, turn to 112. 


76. 


You hear some terrible chopping sounds and try not to think of the body 
being dismembered. Eventually the noise stops and all is silent once again. 
After finishing getting ready for bed, you climb in and go to sleep. 


You wake in the morning feeling more refreshed (restore one Health Point, 
any Magic Points you have used and also restore any Strength and 
Reflexes points if you lost any due to the cold) and ready to find out more 
about the lindorm. The villagers are all talking about the attack last night 
by the goblin they call Niklas, a wizened old man with a long white beard 
and red cloak and hat. You shrug. There are only so many problems you 
can sort out at once. 


Turn to 23. 


TT 
'Of course,' says Athelstan, 'the church will provide any help it can in your 
noble quest. Let us pray first.’ 
If you are prepared to kneel with the priest and pray, turn to 127. 


If not, but you want to ask if he knows anything about Winter's Breath 
(having not already done so), turn to 81. 


If you want to leave the church, turn to 23. 


Under the trees there is less snow, and you find a path through the forest. 
Although Njal did warn you about bears, at least it is not as cold under the 
forest canopy as it would be out on the road. 


As you walk along the path, you hear shouting and growling and the sound 
of weapons hitting flesh. An animal yelps in pain. There is a fight taking 
place in the forest. 


If you want to investigate the sounds, turn to 18. 


If you would rather continue along the path, turn to 105. 


79- 


The man curses you for your cowardice but you take no notice and soon you 
are back on the path through the forest. 


Further along the path you hear a rustling noise and see a shape moving 
between the trees. You stop and watch as the shape resolves itself into that 
of a brown bear. It sees you and roars, rearing up on its hind legs. It 
presents an imposing sight, standing taller than you are and with large 
claws. It clearly resents you imposing on its territory. 


If you want to fight the bear, turn to 19. 


If you want to run away, turn to 55. 


The tunnel has several side passages leading from it, but you ignore these 
and instead head for the noise. However, the echoes and acoustics in the 
tunnels are misleading and only after several wrong turns do you come to 
the source of the noise. You see three humans with blue skin hacking at the 
tunnel wall with pickaxes. There is a box by their feet, into which one of 
them throws a piece of rock. The men don't react as you approach and 
looking at the vacant expressions you realise that they are zombies who are 
apparently mining for something down here. 


If you want to attack the zombies, turn to 15. 


If you would rather head back to the cavern, turn to 123. 


81. 


"Terrible beast isn't it? But I'm afraid I know little about such things. It flies 
from the mountains to the north,' says Athelstan, 'but as to where its lair is? I 
do not know. If you are heading that way, you need to watch out for other 
monsters in the mountains. Trolls and giants, or so I'm told by the warriors 
that dare to venture up there.’ 


If you haven't already done so and want to ask for a blessing, turn to 77. 


If you have finished here, turn to 23. 


82. 


Leaving the village you manage to find an unused barn, but it is still 
bitterly cold. You try to get some sleep, but the wind blowing through the 
barn isn't helping. 


Roll 1d20 four times (if you have cold weather clothing and a means of 
producing fire, such as a tinderbox and torches or magic, you only need 
to roll 1d20 twice). Each time you roll greater than your Strength score, 
the cold causes you to lose 1d3 Health Points and you must also deduct 
two from your Strength and Reflexes score (the deductions from Strength 
and Reflexes are temporary until you can get warm again; you will be told 
when this happens). 


If either your Strength or Reflexes drops below three or your Health 
Points are reduced to zero, turn to 30. 


If you manage to survive, turn to 114. 


83. 


With the wolf defeated the man introduces himself as Olaf. 'If you hadn't 
come along, I might have been the wolf's next meal!' he says cheerfully. 
"Here, please take this as a token of my thanks,’ he adds, and produces an 
uncut blue gem from his pouch. The gem is worth 40F. You thank the man 
in return. Olaf says he is heading east. 'I don't really like the cold,' he says, 
'so hopefully it will be warmer in Brymstone.' Olaf waves as he heads off. 


You notice another path heading north from where you are now. You could 
take this path, or return to the original path you were on. 


If you want to take the new path, turn to 97. 
If you want to head back to the first path, turn to 105. 


84. 


You place the amulet around your neck, anticipating a surge of magic 
either good or bad, but nothing happens. Maybe it is just a nice piece of 
jewellery. If you decide to keep the crystal amulet, make a note on your 
Character Sheet. 


You head off through the cavern and along the tunnel to explore further. 


Turn to 109. 


85. 


You drag the injured man into a nearby house just in time, as the beast roars 
and flies along the street. You bandage the man's wounded arm with some 
clothes you find in the house; he has lost a lot of blood, but is still 
conscious. He might survive. 


With the villager made as comfortable as possible, you run out of the house 
towards the flying reptile, shouting a challenge. The beast turns and its 
scaly face looks at you quizzically, as if deciding it wants to fight. Then it 
flies back up to the sky and with a roar it heads north, away from the 
village. It seems that it has decided it has caused enough carnage for today. 


Turn to 95. 
86. 


A flight of stairs heads upwards from the tunnel, but the stairs are guarded 
by two ancient undead. Although time does not weary these guardians, 
they are merely skeletons and shouldn't pose too much of a problem. Fight 
them both at the same time: 


Skeletons (2) (Ist Rank) Attack 11, Sword (d8, 4) AF AF 0/2 (see below) 
Defence 5 Movement 10m (20m) Magical Defence 3 Evasion 3 Health 
Points 5 each Stealth 13 Reflexes 9 Perception 7 (gloomsight) 


Against stabbing weapons (such as spears, daggers or arrows), the skeletons 
have an Armour Factor of 2. Against other attacks, they have an Armour 
Factor of 0. 


If you win, turn to 68. 


87. 


Along the corridor you come to a portcullis set in the right hand wall. you 
stop to examine it. Another tunnel leads from it, so you try opening the 
portcullis but it is either too heavy to lift or fixed in place. You give up and 
continue onwards; ahead there is a flight of stairs leading upwards. 


You climb the winding stairs and arrive at a landing. In front of you stands 
an archway completely filled with ice; through it you can just make out a 
large room. 


Turn to 119. 


88. 


The wall adjacent to the walkway bears faded paintings of nightmarish 
monsters, all tentacles and slithering bodies. You start to feel a chill down 
your spine, and this is not caused by the cold. 


Roll 1d20 and compare this with your Psychic Talent score. If you roll 
higher than your Psychic Talent, your mind becomes convinced that you 
are being attacked by these monsters and you blunder on along the 
walkway; temporarily deduct 1d6 Health Points until you leave this 
chamber. If you roll equal to or less than your Psychic Talent, you shrug 
off the feelings and continue onwards. 


If you are still alive, you reach the platform and study the stone helmet. 


Turn to 46. 


89. 


As the portcullis retracts into the ceiling with a great amount of shuddering, 
you see the dragon head above the archway start to glow with a pale green 
light. You start to feel dizzy and your body shakes uncontrollably. 


You are being subject to a MAGICAL ATTACK of 18, so roll 2d10 and add 
your MAGICAL DEFENCE. If the total is greater than 18, you suffer no 
damage before you get yourself under control. If the total is equal to or less 
than 18, you lose 1d6 Health Points and one from both your Strength and 
Reflexes scores (these losses to your Strength and Reflexes scores are 
temporary until the end of the adventure). 


Eventually the dragon's head stops glowing and you can continue 
onwards. Stepping through the portcullis, you find yourself in another 
corridor. Ahead there is a flight of stairs leading upwards and you go 
this way. 


You climb the winding stairs and arrive at a landing. In front of you 
stands an archway completely filled with ice; through it you can just 
make out a large room. 


Turn to 119. 


go. 


You look along the tunnel walls in case there are any secret doors and 
manage to find a loose stone. Pulling this out activates a mechanism, and 
the end of the tunnel grinds open to reveal another tunnel beyond. It looks 
as unremarkable as the one you are currently standing in. 


If you want to go through the secret door, turn to 86. 


If you would rather return to the junction and head to the glittering cavern, 
turn to 21. 


ol. 


The dokkalfar completes her spell but looks surprised when it has no 
effect on you. Rather than try again, she wraps her cloak around herself 
and vanishes! How curious. You venture down the passage, but there is 
no sign of her and you continue onwards. 


The tunnel winds upwards through the mountain; you must be nearing the 
summit by now. And then the tunnel reaches a huge cavern open to the 
sky, and there sits Winter's Breath, coiled around a stalagmite. It appears 
to be asleep! 


Turn to 33. 


92. 


The climb to the top is slow but eventually you pull yourself over the side 
of the ravine. The path on the other side of the ravine leads to a wide 
ledge, with the mountain rising up to your side. You follow the ledge 
around the side of the mountain and although the snow has stopped, it is 
bitterly cold. 


Unless you are wearing cold weather clothing, you must roll 1d20. If 
you roll greater than your Strength score, the cold causes you to lose 1d3 
Health Points and you must also deduct two from your Strength and 
Reflexes score (the deductions from Strength and Reflexes are temporary 
until the end of the adventure). 


If either your Strength or Reflexes drops below three or your Health 
Points are reduced to zero, turn to 30. 


If you are still alive, turn to 108. 


93- 


You manage to negotiate the ledge and breathe a sigh of relief as it widens 
out and then another tunnel appears, leading away from the river. You 
follow the tunnel for a while as it ascends and then comes to a dead end. 
Frustrated, you search the walls of the tunnel and find a small lever which, 
when pushed, opens a secret door in the end wall. You step through this 
into yet another tunnel, this one constructed of smooth stone blocks. 


Turn to 86. 


94- 


A path of sorts follows the river and although it is covered in snow it is at 
least not too arduous to follow. Eventually the path splits from the river as 
it enters a ravine, narrow at the bottom but wide at the top. The path 
snakes up to the top of the ravine and ends at an ice bridge connecting to 
the other side. You are considering your way onwards when a large figure 
drags itself from under the bridge. The monster has pale blue skin and two 
large tusks protruding from its mouth; in its hand it holds a wicked 
looking spiked club. 


The troll points to itself, then to the bridge, and then holds its hand out. 
'Fifty,' it says in a rumbling voice. It seems to be wanting payment. 


If you have fifty florins and want to pay the creature, turn to 67. 


If you don't have enough, or don't want to pay and instead want to go 
back to the bottom of the path, turn to 39. 


If you want to fight the troll, turn to 57. 


95+ 


With the villagers still dazed and milling around aimlessly in the snow, you 
look for someone in authority. The best you can find is a blacksmith, a 
solid looking man who doesn't look fazed by the actions of the monster. 
Together you check on the villagers, treating cuts and bruises as best you 
can. Nobody is as badly injured as the man who lost his hand, fortunately. 
The blacksmith, who's name is Njal, leads the man to his forge to cauterise 
the wound. When the grim procedure is complete, Njal comes to talk to 
you. 


"That's the first time Winter's Breath has attacked us directly,' he says 
cautiously. 'He's usually content to take some cows or sheep. Still, 
Scarbeck has had it worse, being closer to the dragon's home.' 


There is a lot to take in here, so you ask Njal to explain a bit more. The 
monster the villager's call Winter's Breath is referred to as a dragon, but it 
has no wings. You ask how it can fly. 'Magic?' shrugs Njal uncertainly and 
waves his hand. Scarbeck is a village to the north, beyond which lies the 
Pagan Mountains and the home of the dragon. 'If only we could rid 
ourselves of this monster!’ exclaims Njal. 


This sounds like a job for a brave adventurer! You enquire about the 
possibility of a reward. 'Not likely!' says Njal. 'The villages are not rich 
places, but aren't dragons supposed to be lovers of treasure?" 


Turn to 101. 


96. 


You collapse back on the ground after the strenuous fight. When you have 
your breath back, you search the body of the creature and are revolted to 
discover that his hat is red due to it being soaked in blood. However, you 
do find ten gold crowns in a pouch around the creature's waist. 


If you decide that you would now rather spend the night at the inn, turn 
to 5. 


If you persist in staying in the barn, turn to 64. 


97 


The path is lined with shrubs bearing small white flowers and small birds 
darting here and there through the trees. It is quite a relaxing stroll, and you 
reach the edge of the forest without any further encounters. 


Stepping out of the woods, you face the cold wind whipping from the 
north. The snow here is not too deep, and although trekking through the 
snow is not a pleasant task, you are not slowed too much by the weather. 
Hopefully you should arrive at Scarbeck soon. 


Turn to 49. 


98. 


Although the drop on either side of you is precipitous, the walkway is 
wide and stable. You reach the end platform safely and study the stone 
helmet. 


Turn to 46. 


99. 


You slowly walk over the bridge, taking care with your footing. Eventually 
you are on the other side and breathe a sigh of relief. The path on the other 
side of the ravine leads to a wide ledge, with the mountain rising up to 
your side. You follow the ledge around the side of the mountain and 
although the snow has stopped, it is bitterly cold. 


Unless you are wearing cold weather clothing, you must roll 1d20. If 
you roll greater than your Strength score, the cold causes you to lose 1d3 
Health Points and you must also deduct two from your Strength and 
Reflexes score (the deductions from Strength and Reflexes are temporary 
until the end of the adventure). 


If either your Strength or Reflexes drops below three or your Health 
Points are reduced to zero, turn to 30. 


If you are still alive, turn to 108. 


roo. 


"How about a contest for the information?’ you ask the giant. 'First blood?’ 
he replies eagerly. 'Oh yes, we can do that. If you win, I'll tell you what you 
want to know.' 


Terms set, you ready yourself for combat: 
Frost Giant (Sth Rank) Attack 19, Battleaxe (d8+2, 8) AF 4 Defence 11 


Movement 12m (20m) Magical Defence 7 Evasion 4 Health Points 28 
Stealth 9 Reflexes 12 Perception 6 (normal) 


You do not want to kill the frost giant, so you can't use spells that can result 
in instant death (such as Fossilise). Other spells (such as Shadowbolt) can 
still be used. 


If you wound the frost giant first, turn to 126. 


If the frost giant wounds you first, turn to 8. 


IOI. 


As you question Njal further, you stamp your feet and blow on your hands 
to keep warm. Winter in Thuland is not pleasant. 


'If you want to head to Scarbeck, you could head along the road — although 
it will be covered in snow at this time of year — or take the more direct route 
through the forest,' advises Njal. 'I won't say either is safe, but the forest is 
known to be home to bears.' 


You thank Njal and bid him farewell. Despite the attack from the dragon, 
the market is still open and you can buy the following: 


Cold weather clothing 10F 

Rope 6F 

Tinderbox and torches 4F 

Rations 1F each 

Boiled roots of the Angelica plant 12F 

Ice axe 15F 

Each of the items in the list counts as one item for encumbrance. 
If you have bought any items, turn to 133. 


If not, turn to 22. 
102. 


Ahead of you are the Pagan Mountains, rising majestically into the cloud 
covered sky. Somewhere up there is the lair of the lindorm and so you 
follow the river as it heads north. However, the snow is starting to thicken 
and soon you are enveloped in a snow storm, with the wind now adding to 
the chill and swirling the falling snow around you. A short distance away 
you can see a rock outcropping. 


If you want to take shelter in the outcropping, turn to 58. 


If you want to continue walking through the storm, turn to 131. 


103. 


The wolf lies dead. Its paw prints are clearly visible in the snow and you 
consider following its tracks back to its lair. There may be treasure there - 
or another wolf! 


If you want to follow the wolf's tracks, turn to 16. 


If you would rather continue along the road, turn to 59. 


104.. 


The cold weather clothing consists of a fur cloak, oversized boots to fit 
over your own, a hat and thick gloves. The tinderbox and torches will be 
useful if you need to start a fire; the rope is 10m long but can be coiled 
over your shoulder. The rations are smoked fish and are not likely to spoil 
in the cold weather. Willow bark extract is an oily substance that acts as 
a painkiller; during the next combat after this has been applied, you can 
reduce the damage taken from weapons by one (for example, a sword (d8, 
4) would cause you three points of damage). The ice axe is not a 
particularly good weapon (d6, 3), having only a narrow blade, but could 
be useful in the freezing conditions. 


When you are ready to continue, turn to 23. 


Ios. 


Further along the path you hear a rustling noise and see a shape moving 
between the trees. You stop and watch as the shape resolves itself into that 
of a brown bear. It sees you and roars, rearing up on its hind legs. It 
presents an imposing sight, standing taller than you are and with large 
claws. It clearly resents you imposing on its territory. 


If you want to fight the bear, turn to 19. 


If you want to run away, turn to 55. 


106. 


As soon as you open the door, the source of the noise becomes apparent. A 
giant rat is behind the door and it leaps out as soon as the door is open. It 
attacks you once with ATTACK 9, Bite (d3, 3) before running off down the 
corridor. 


With the doorway clear, you look inside the room. It appears to be a 
storeroom, with stacks of boxes against one wall and several jars on 
stone shelves on another wall. It might take a while to search through 
all of this. 


If you want to search the storeroom thoroughly, turn to 66. 


If you would rather continue along the corridor, turn to 61. 


107. 


You hand over your treasure which disappears into the giant's huge fur 
clothing. 'Many thanks!' he says cheerfully. 'Now, the dragon lives just 
beyond this valley. Climb the slope on this side,' says the giant, pointing to 
your right side at the end of the valley, 'and you will find a small entrance 
to an old dwarven temple. At the top of this temple lives the dragon.’ 

You don't fancy having to trek through some old ruins to get to Winter's 
Breath. 'Why can't I just go straight to the lindorm's lair?' you ask. 

The giant bursts out laughing. 'Oh, you could if you are able to fly! The 
climb is impossible. No, you'll have to go through the temple. 

You thank him for his information and bid him farewell. You make your 
way to the end of the valley and start climbing the right hand slope. After a 
few minutes you see an entrance into the mountain, hidden from view until 


you are almost upon it. You take a deep breath and step into the cave. 


Turn to 53. 


108. 


You follow the ledge round and before you opens up a valley, with snow 
covered slopes on either side. You enter the valley and are greeted by a 
booming voice as a large blue skinned giant steps into view. He is well 
over two and a half metres tall, and well muscled. 'Ho there!’ he bellows. 
'A bit cold for such a small person isn't it?’ 


The frost giant isn't being overly threatening and you will have to pass 
him to get through the valley, so you approach him. 'I'm looking for the 
lair of a lindorm!' you shout up to him. 


'I might just be able to help!' replies the giant. 'If you've got any treasure 
for me I will tell you where it is. I do like treasure! One hundred of your 
shiny silver coins should do it.’ 

If you have got 100F worth of treasure and are willing to give it to the 


giant, turn to 107. 


If you don't have enough, or don't want to give the giant any treasure, turn 
to 130. 


109. 


The tunnel from the cavern climbs upwards and leads to a stone walled 
passageway. The arched end of the passageway is blocked by an iron 
portcullis, above which is a carved stone dragon head. You try lifting the 
portcullis, but it is either too heavy to lift or fixed in place. Looking 
around, you see a lever on the wall and deduce that this operates the 
portcullis, so you give it a pull. 


If you are wearing a crystal amulet, turn to 117. 


If you do not have this item, turn to 89. 


IIO. 


You turn and run for it, but the reptile is too quick for you. You feel an icy 
cold wind envelope you as the monster breathes out. 


This attack has a SPEED of 14, so roll 2d10 and add your EVASION 
score to see if you can avoid the monster's breath. If the total is greater 
than 14, you have avoided the effect of the reptiles breath; if the total is 
equal to or less than 14, you take 2d6+10 Health Points of damage 
(reduced by your Armour Factor). 


If you are still alive, you decide to face your foe. Turn to 45. 


III. 


There is nothing underneath any of the robes, but it does occur to you that 
the hooks might be hinged and reveal a secret door or compartment, so 

you set to work pulling at them. One of them does move, and you hear the 
clanking of machinery, but nothing happens. Maybe time has taken its toll 
and the mechanism is jammed or broken. 

Another hook moves and this opens a small circular hole in the wall. You 
again hear movement, and a spear slowly moves out of the hole. An ancient 
spear trap, now non-operational. There is nothing else in the room, so you 
enter the corridor. 


Turn to 87. 


IIL. 


You fall through the open floor and land heavily in the tunnel beneath. 
Deduct 1d6 Health Points, reduced by your Armour Factor. 


If you are still alive, you look around. You are at the end of a tunnel and 
although you could climb back up to the trapped floor, you can see it 
closing above you, so you head off along the tunnel. You arrive at a flight 
of stairs heading back up, but the stairs are guarded by two ancient 
undead. Although time does not weary these guardians, they are merely 
skeletons and shouldn't pose too much of a problem. Fight them both at 
the same time: 


Skeletons (Ist Rank) Attack 11, Sword (d8, 4) AF AF 0/2 (see below) 
Defence 5 Movement 10m (20m) Magical Defence 3 Evasion 3 Health 
Points 5 each Stealth 13 Reflexes 9 Perception 7 (gloomsight) 


Against stabbing weapons (such as spears, daggers or arrows), the skeletons 
have an Armour Factor of 2. Against other attacks, they have an Armour 
Factor of 0. 


If you win, turn to 68. 


113. 


The church is a large wooden building, cunningly constructed from 
upright beams and with a gabled roof. It is clearly a True Faith church as a 
cross hangs above the door, but there are also pagan symbols including 
dragon heads on the eaves. 


The church inside is similarly dichotomous, with a large wooden crucifix 
bearing Gatanades behind the altar and images of wolves, ravens and 
one-eyed gods holding spears along the walls. 


The priest, a young man with a short black beard, approaches you and 
introduces himself as Athelstan. Seeing your confusion over the 


decorations, he laughs. 'The Thulanders tell me that they haven't 
converted to the True Faith,’ he says happily, 'and so I must allow them 
their pagan idols. But it does bring them into church every week! Some of 
them have even been baptised! Now, what can I do for you?' You explain 
your mission to slay the lindorm and he looks suitably impressed. 


If you want to ask if he knows anything about Winter's Breath, turn to 81. 


If you want to ask for a blessing, turn to 77. 


114. 


As you lie shivering, you become aware of a figure standing in the barn 
doorway. Under the moonlight you can see that it is a wizened old man 
with a long white beard and wearing a red cloak and hat. You wonder if 
you are hallucinating due to the cold, but then the man screams at you and 
produces a blood stained cleaver to attack you with: 


Redcap (5th Rank) Attack 20, Cleaver (d6+1, 5) AF 2 Defence 12 
Movement 10m (20m) Magical Defence 10 Evasion 5 Health Points 17 
Stealth 20 Reflexes 12 Perception 15 (darksight) 


Unless you have a fire lit, the barn is in semi-darkness and you must 
deduct two from your ATTACK and four from your DEFENCE. 


If you win, turn to 96. 


IIs. 


The deranged creature has been defeated. One of the villagers is not slow 
in looting the body and finds some gold coins; he gives you the biggest 
share (six gold crowns) as he says "Without you, we might not have had 
the courage to stand and fight.’ You thank him as the other villager drags 
the body away. You return to your room, get yourself ready for bed and 
soon fall asleep. 


You wake in the morning feeling refreshed (restore one Health Point, any 
Magic Points you have used and also restore any Strength and Reflexes 
points if you lost any due to the cold). The innkeeper has prepared you a 
breakfast of smoked fish (restore another Health Point) and says that all 
the villagers are talking about your brave fight with Niklas, a local goblin 
who visits the village during winter to cause mayhem and death. Not any 
more, he doesn't. You thank the innkeeper and head out into the village to 
see what you can find out about the lindorm. 


Turn to 23. 
116. 


The lindorm circles once more and then dives down towards you with a roar 
— you have been spotted! Before you have time to react, the lindorm has 
reached you and expels its freezing breath. 


This attack has a SPEED of 14, so roll 2d10 and add your EVASION 
score to see if you can avoid the monster's breath. If the total is greater 
than 14, you have evaded the attack; if the total is equal to or less than 14, 
you take 2d6+10 Health Points of damage (reduced by your Armour 
Factor). 


If you are still alive, the monster seems to lose interest in you as it has 
seen something else; it flies off and is soon lost to sight. You breathe a sigh 
of relief and continue onwards. 


Turn to 29. 


117. 


As the portcullis retracts into the ceiling with a great amount of 
shuddering, you see the dragon head above the archway start to glow with 
a pale green light. Nothing else happens, however, and you wonder if it is 
just meant as a source of illumination; either that or you have escaped a 
trap! 

Stepping through the portcullis, you find yourself in another corridor. 
Ahead there is a flight of stairs leading upwards and you go this way. 


You climb the winding stairs and arrive at a landing. In front of you stands 


an archway completely filled with ice; through it you can just make out a 
large room. 


Turn to 119. 
118. 


You run back down the tunnel and fortunately the draugr doesn't follow 
you. Once outside the cave you almost slide back to the ground, but just 
about manage to control your descent. Considering your options again, 
you decide to try following the river up into the mountains. 


Turn to 94. 


119. 


The ice barrier in front of you may be a door, but there is no handle or 
other visible way of opening it. However, it is only made of ice and you 
should be able to bypass it. You consider several options. 


If you have a tinderbox and torches, you could start a fire to melt the 
ice; or you could use a spell for the same effect. Dragonbreath, Sheet of 
Flame or Raw elemental Power of Fire with two Magic Points will melt 
the ice. Alternatively, Portal will open the ice door. 


If you have an ice axe (or any other type of axe), you can use this to chip 


away at the ice and gain entry. 


If you cannot do any of these, you could rely on brute force; make an Open 
doors (Strength) check with a Difficulty Factor of 16 (note that each time 
you do this, you must deduct one Health Point as you charge into the door). 
If you are successful you force your way through, but if you fail you do 
not, but can try again (as long as you have Health Points remaining!). 


If you successfully get through the door, turn to 134. 
If you cannot get through the door, turn to 44. 


As you are wandering around admiring the light scattering across the 
crystals, you fail to spot a pair of small snakes on the floor. They are well 
camouflaged, being made of the same crystalline material as the rest of the 
cavern. You only see them when they rear up to defend their nest; fight them 
both at the same time: 


Ice Snakes (2) (2nd Rank) Attack 14, Bite (d6, 2) AF 6 Defence 6 
Movement 10m (15m) Magical Defence 15 Evasion 1 Health Points 3 each 
Stealth 16 Reflexes 11 Perception 9 (normal) 

If you are wounded by one of the ice snakes, turn to 124. 


If you win, turn to 28. 


If you want to retreat, you can escape by running along the tunnel; turn to 
109. 


I2I. 


Inside the box you see several chunks of rock with shiny bits of metal 
glittering in them. This is unrefined silver ore. You reckon each is worth 
twenty florins. You can probably take one without rousing the suspicion of 
the man, but if you want more you will have to fight the man for them. 


If you want to take one chunk of silver ore and then investigate the 
noise, turn to 80. 


If you want to attack the man, turn to 65. 


I22. 


The monster slithers over the icy floor towards you. Despite its size, it 
moves fast, but you have a little time to act before it reaches you. 


Note that you have one Combat Round before the lindorm reaches you. 
Turn to 36 to fight the monster. 


123. 


You manage to retrace your steps without too much difficulty and return to 
the cavern, which you now see is empty. Passing through the cavern, you 
head for the stairs that lead upwards into the mountain. 


Turn to 3. 


124. 


The ice snakes are not poisonous, but their fangs do carry another hazard. 
You are subject to a MAGICAL ATTACK of 10, so roll 2d10 and add 
your MAGICAL DEFENCE. 


If the total is greater than 10, you don't suffer further harm; return to 120 
and continue the battle. 


If the total is equal to or less than 10 and you drunk a potion that protects 
you from cold attacks, then the magic has no effect (but note that the 
potion's benefit has now been used up!); return to 120 and continue the 
battle. 


If the total is equal to or less than 10 and you have not drunk a potion that 
protects you from cold attacks, then your body instantly freezes! Even if 
you can survive the shock from being frozen, you will make a nice meal 
for any wandering monsters...your adventure ends here. 


125. 


Your attacker defeated, you wonder for his reason for his violence. Perhaps 
he is in league with Ingtha in some way? Whatever the reason, you take the 
twenty florins he was carrying as compensation for the attack. It is 
probably time you were off, in case the villagers decide to question you 
about the fight. 


Turn to 102. 


126. 


The giant reels back. 'Well done!' he laughs. "Not bad for a little one!' 


True to his word, he gives you directions. 'The dragon lives just beyond 
this valley. Climb the slope on this side,' says the giant, pointing to your 
right side at the end of the valley, 'and you will find a small entrance to an 
old dwarven temple. At the top of this temple lives the dragon.' 


You don't fancy having to trek through some old ruins to get to Winter's 
Breath. 'Why can't I just go straight to the lindorm's lair?' you ask. 

The giant bursts out laughing. 'Oh, you could if you are able to fly! The 
climb is impossible. No, you'll have to go through the temple.' 

You thank him for his information and bid him farewell. You make your 
way to the end of the valley and start climbing the right hand slope. After a 
few minutes you see an entrance into the mountain, hidden from view until 
you are almost upon it. You take a deep breath and step into the cave. 


Turn to 53. 
127. 


You and Athelstan kneel in front of the altar and the priest leads a prayer 
entreating God to lend you aid in your quest. After several minutes, the 
priest bids you to stand up and splashes some water from the font over you. 


You have been blessed and as a result can reroll one (and only one!) die roll 
during your adventure. 


If you want to ask if he knows anything about Winter's Breath (having not 
already done so), turn to 81. 


If you want to leave the church, turn to 23. 


128. 


As the demons perish, their bodies start to melt, as does the ice in the 
room. The temperature warms a little and you see that you are in a plain 
chamber with furniture made of stone. The melting ice has revealed a 
frozen corpse in the corner of the room; a victim of the demons, no doubt. 
A search of the room turns up the victim's equipment, but most of it is 
useless. You find a potion of dexterity (DW page 139) in a ceramic bottle, 
and a magnificent looking bow. You pick the bow up and look at it 
admiringly; although it is not magical, it is constructed such that it will 
never break. You can take the unbreakable bow with you if you like. 


On the opposite side of the room is another iron door, which opens to a 
corridor. Following this along, you soon come to a wooden door in the 
right hand wall. You can hear scratching from behind the door as if an 
animal was trapped behind it. 


If you want to open the door, turn to 106. 


If you would rather continue along the corridor, turn to 61. 


129. 


Winter's Breath either doesn't understand you or is choosing to ignore 
your words. It rears up, ready to attack. 


If you know the lindorm's real name, you will have written down a number. 
Double this number and turn to this reference now. 


If you don't know the lindorm's real name, you will have to fight; turn to 
122. 


130. 


"Well, that's a shame,' says the giant. It occurs to you that frost giants 
can never turn down a challenge. Perhaps if you could best him in 
combat he might be willing to tell you where Winter's Breath has its 
lair? 

If you want to challenge the giant, turn to 100. 


If not, turn to 7. 


131. 


You struggle on through the snow storm, although you are having 
difficulty in the wind and snow, and the visibility is poor. The freezing 
temperature is also starting to take its toll. 


Roll 1d20 twice (if you have cold weather clothing you only need to roll 
1d20 once). Each time you roll greater than your Strength score, the cold 
causes you to lose 1d3 Health Points and you must also deduct two from 
your Strength and Reflexes score (the deductions from Strength and 
Reflexes are temporary until the end of the adventure). 


If either your Strength or Reflexes drops below three or your Health 
Points are reduced to zero, turn to 30. 


If you survive the snow storm, turn to 71. 


132. 


It is dark in the tunnel, so you will need your light source (either a lantern 
or torch, or magic). With that sorted, you see that the tunnel is quite 
narrow, but clearly artificial with smooth rock walls and an even floor. 
Further along the tunnel, you see a patch of ice on the wall ahead, 
reflecting your light source. Just in front of the patch of ice is the body of a 
man with ice in his hair and fur clothes. You crouch to examine the corpse 
and as you do so a pair of ghostly blue arms shoots from the walls to try 
and grab you! 


This attack has a SPEED of 14, so roll 2d10 and add your EVASION 
score to see if you can avoid the ghostly hands. If the total is greater 
than 14, you have avoided them; if the total is equal to or less than 14, 
you have been caught. 


If you evade the arms, turn to 17. 


If you have been caught, turn to 40. 


133. 


The cold weather clothing consists of a fur cloak, oversized boots to fit 
over your own, a hat and thick gloves. The tinderbox and torches will be 
useful if you need to start a fire; the rope is 10m long but can be coiled 
over your shoulder. The rations are salted beef and are not likely to spoil 
in the next week. Angelica is a herb with fleshy roots that can be applied 
any time you are not in combat, and each root (there are two) restores four 
Health Points. The ice axe is not a particularly good weapon (d6, 3), 
having only a narrow blade, but could be useful in the freezing conditions. 


When you are ready to continue, turn to 22. 


134. 


Through the door is a magnificent vaulted chamber, the roof high above 
you and supported by columns bearing worn runic engravings. The floor 
of the chamber is far below you and spanned by three wide walkways; one 
heading straight across the middle and the other two on opposite walls. All 
three walkways lead to a platform, where a massive carved stone helmet 
sits, its eye guards easily big enough for a person to walk through. Each of 
the walkways is constructed of different coloured stone and you will have 
to traverse one of these to progress. 


If you want to walk along the purple walkway to the left, turn to 88. 
If you want to walk along the blue walkway to the right, turn to 13. 


If you want to walk along the white walkway in the middle, turn to 98. 


135. 


The mighty beast is slain! You may want to take the monster's head as a 
trophy, or settle for its razor sharp teeth; alas you don't find its treasure 
hoard, but you do see some gems lying around on the cavern floor; 
eight in total, each one worth 100F. 


There is no way out of the cavern apart from the opening to the sky, so you 
head back down the tunnels, confident in your ability to deal with anything 
that may still be lurking about. You are looking forward to reaching 
Scarbeck and the hero's welcome that you thoroughly deserve. You have 
freed the villagers from the monster terrorising them and are a fair bit 
richer than when you started your adventure. All in all, a successful outing! 
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